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2Follow Along!
• https://iu.box.com/v/advancedMedia
3Date Topic Presenter
Aug. 25 Intro to Visualization Michael Boyles
Sep. 1 Intro to Digital Humanities Tassie Gniady
Sep. 8 Virtual Reality Bill Sherman
Sep. 15 Intro to R Tassie Gniady
Sep. 22 Advanced Media Chris Eller
Sep. 29 Augmented Reality Chauncey Frend
Oct. 13 R for Text Tassie Gniady
Oct. 20 Network Graphs David Kloster
Oct. 27 IQ-Tables & Touch-Enabled Software Workflows David Reagan
Nov. 3 3D Scanning & Printing Jeff Rogers
Nov. 10 3D Photogrammetry Tassie Gniady
Dec. 1 R for Twitter Tassie Gniady
Digital Arts and Humanities Workshop Series – Fall 2017
Fridays @ noon -- Scholars Commons IQ-Wall
4Happy Birthday Bilbo and Frodo!
5What is Advanced Digital Arts and Media?
The Advanced Digital Arts and Media team embodies IU’s long and successful history of supporting 
the innovative use of advanced IT in creative endeavors. For the arts, the team uses a range of 
hardware and software to develop custom displays, sensor systems, and interactive interfaces to 
help realize the artists’ creative visions. For advanced media forms, the team proactively explores 
new technologies, prototypes workflows, provides hardware resources, and educates users.
The team partners with key university departments and initiatives, including the Institute for Digital 
Arts and Humanities, the Media Digitization and Preservation Initiative, the School of Art + Design 
and the Media School at IUB, the Media Arts and Sciences program at IUPUI, and the IU Cinema.
6What Makes it Advanced?
• Still Imagery
– 360° x 180° photospheres
– Stereoscopic 3D photospheres
– Panoramas and ultra-high-resolution images
– High Dynamic Range images
• Motion Imagery and Video
– Monoscopic 2D spherical and flat
– Stereoscopic 3D spherical and flat
– Time-Lapse and Hyper-Lapse monoscopic or stereoscopic
– High Dynamic Range motion imagery and video
• Object Capture
– Photogrammetry
• A picture is worth a thousand words, an object is worth a thousand pictures
– 3D scanning
– Computer aided modeling
7Pre-digitization Digitization Post-digitization
&	QC
Storage	&	
Preservation
Discovery	&	
Access
Presentation
Real/Physical	
World
à implies		
camera	or	
sensor
Cameras
• Smart	phone
• DSLR
• 360	camera
• Stereoscopic
• Ultra-res
• HDR
• High	Frame	
Rate
Selection
Editing
Format	
conversion
Quality	
Control
Web	/	Solo
• Delivery	standards	
(DCP)
• Digital	Rights	
Management
• HDCP
Data	
Management
• During	
creation
• Preservation
&	access
Metadata
creation
Inclusion	in	
Institutional	
Repository?
Data/Im ge	
Sources
Acquiring	
Imagery Processing
Storage	&	
Discovery
Interface	/	
Experience Display
Scholars
Students
General	
Public
User
Communities
Advanced Media Overview
Virtual	
/Digital	World
à Implies	
software	
rendering
• 3D	Modeling
• InfoVis Data
• SciVis Data
• Dimensionality:	
2D	or	3D
• Temporality:	
static	or	moving
Software
• CGI	tools
• Vis	tools
• etc.
Special	Sensors
• 3D	Surface	
Scanners
• Volumeric
(e.g.	CT	scan)
Major	editing	tool	types:	
• Image	(e.g.	Photoshop)
• Movie	(e.g.	Premier)	
• 3D	(e.g.	Maya)
• High-end	vs.	
consumer	cameras
• Cost	&	accessibility
Stereoscopic
• Projector,	IQ-
Wall*,	TV
• VR/AR	HMD
• IU	Cinema
360
• HMD
• Desktop
• Phone/Tablet
• SOS/Spheres
Ultra-Res
• IQ-Walls
• 4K+	TV/display
HDR
• IU	Cinema
• OLED	TV
Shared	Display
(TV	or	Wall)
Cinema
Virtual	Reality
Augmented
Reality
Multi-touch	/	
Browsing
Virtual	Tour	/	
Linked	Panos
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• Content	Ownership
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• Costs
Important	
Factors	to	
Consider
• Display/Interface	
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• File	format	
compatibility
• Long-term	
sustainability
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Advanced Media – AVL Expertise
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Advanced Media – Today’s Topics
Virtual	
/Digital	World
à Implies	
software	
rendering
• 3D	Modeling
• InfoVis Data
• SciVis Data
Software
• CGI	tools
• Vis	tools
• etc.
Special	Sensors
• 3D	Surface	
Scanners
• Volumeric
(e.g.	CT	scan)
Stereoscopic
• Projector,	IQ-
Wall*,	TV
• VR/AR	HMD
• IU	Cinema
360
• HMD
• Desktop
• Phone/Tablet
• SOS/Spheres
Ultra-Res
• IQ-Walls
• 4K+	TV/display
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• IU	Cinema
• OLED	TV
Shared	Display
(TV	or	Wall)
Cinema
Virtual	Reality
Augmented
Reality
Multi-touch	/	
Browsing
Virtual	Tour	/	
Linked	Panos
Cameras
• SmartPhone
• DSLR
• 360	camera
• Stereoscopic
• Ultra-res
• HDR
• High	Frame	
Rate
10
360° Imagery
(specifically 360° by 180°)
http://showcase.avl.indiana.edu/CFRBS/
http://web.avl.indiana.edu/~ceeller/Showcase-Fall-2017/
11
360° Imagery
(Ricoh Theta workflows)
https://theta360.com/users/5515
http://showcase.avl.indiana.edu/CFRBS/
http://web.avl.indiana.edu/~ceeller/Showcase-Fall-2017/
krpano.com
12
Ultra-resolution Imagery
http://web.avl.indiana.edu/~ceeller/Panoramas/TravisRector/
http://web.avl.indiana.edu/~shermanw/
WIYN	3.5	meter	telescope
13
360° Video
(monoscopic and stereoscopic)
14
360° Video
(monoscopic and stereoscopic)
Ricoh	Theta	App
Humaneyes VR	Studio
Adobe	Premiere	Pro
15
360° Spaces via the Matterport camera
(monoscopic and stereoscopic)
https://my.matterport.com/show/?m=4FXijnxaBcJ
16
360° Display Options
17
360° Display Options
Smartphone HMDs
18
360° Display Options
HTC Vive
19
Contact
Chris Eller
ceeller@iu.edu
Principal Project Analyst and Team Lead
Advanced Visualization Lab
vishelp@iu.edu
http://avl.iu.edu
